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ATHLETE KINGS 42 

Sega have finally decided to 
release their Saturn conversion of 
the coin-op Decathlete in the UK, 
and bar a name change, the Saturn 
version remains exactly the same! 
Take your pick of competitor from 
all the participating countries, but 
watch out for the UK contender -he | 
looks set to leave the competition 
standing! 

VIRTUA FIGHTER KIDS 48 

The Virtua fighter posse have gone 
pint-sized this month in this all-new 
kiddie version of the most popular 
fighting game on Saturn! Find out 
exactly what Shun looks like when 
he's squashed down to a fraction of 
his former size and discover the 
option that allows you to carry out 
the most complicated combos by 
simply hammering the Saturn pad's 
buttons! 

SEGA: THE ARCADE WINNERS 54 

Most of Sega's coin-op titles are now 
making their way to Saturn, but 
there are a few that have slipped 
through the net over the years. We 
round up most of the big titles from 
Sega's vast arcade portfolio and 
earmark the ones we demand to see 
on Saturn in the future! 

TOMB RAIDER 58 

Core have been responsible for some 
of the most innovative console 
games in the past, and their latest 
offering is no exception! Tomb 
Raider has just been signed up for 
release by Sega, and features some 
of the most stunning 3D ever seen 
on the Saturn! We take a look at the 
first playable version of the game! 

ALIEN TRILOGY 62 

After a wait of something like 
eleven months, the first playable 
version of Alien Trilogy is finally 
here! We take a trip down to 
developers Probe's headquarters for 
a first look at this brilliantly gory 
shoot 'em up! Plus, we get to quiz 
the programmers over some of those 
Saturn-only featur 





moil addictive game we've had in the office all yearl In fact, when this first 
arrived, there was a huge crowd around the TV for hours and people were 
even standing on the tables to get a look at the game! Luckily, as we've played 
it so much, we're in the best position to tell you all about the ins and outs of 
each level, which is why we've dedicated eight 
pages to it later on in the Issuel It's been a 
pretty good month for software all round really, 
with both AMj's Athlete Kings and AMi's Virtua 
Fighter Kids featured this month - the good 
news is that both of these titles will see a UK 
release later on in the year. More about that 
later on in the Issue though - in the meantime, 
read on for details of how to win the very first 
UK copy of hliCHTS and a 3D controller! 
Sam Hickman , Editor 




DARK SAVIOUR 
NEARS COMPLETION! 



n reaches these shores! 



Dark Saviour is almost finished and although the tent 
Japanese, it shouldn't be too long before a UK 
Sega were so impressed with the game that they have decided to sign it l 
release themselves meaning that a UK release should be definitely on the 
Created by Climax, Dark Saviour has been in development for over a year 
is probably the most ambitious RPG ever seen on the Saturn. Played from an iso- 
metric perspective, the game includes much more action than has been seen in 
previous RPCS on the Saturn such as Mystaria, and technically, it's loads more 
impressive. For instance, there's transparency effects, impressive bosses, loads of 
nice 3D bits and a great storyline too - one which rjOE5N'T involve wandering 
around landscapes exterminating trolls. Basically, you're stranded on a boat with 
crew and a huge big monster. Unfortunately, the monster has escaped, leaving a 
trail of dead bodies all around the ship, although the monster itself 

be found. Obviously, it's you rji 
track down the monster and s, 
the people on the boat, which 
you've been decked out in a suit of 
armour and been given a pet bird to fol 
low you around. We still haven't 
worked out the significance of the 
bird, but it's probably very 
important indeed. 

In addition to the great 




oftl 



s, this 



nabling you to se< 



're playing, 
around blocks 
of the game 

he release of Dark Saviour « 
iajor event for Sega, as the ti 

fact that there's nothing like 



a full showc 
game for you next mor 
the meantime, here's si 
shots from the latest vt 
you to have a look at. 



onthi 
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HI! My name is Jim. I want to be your Friend. 
Will yau be my friend? Thankyou. 




GET YOUR WORMS 
0UT...AGAIN 



■■u 

Earthworm lim enjoyed ai 
on the Megadrive, mainly 

of a Saturn-only convcnk 

pie of months ago, but it seems this version of EWI will be released across 
all formats in the coming months. The eventual publisher is likely to be 
Virgin, but even they have remained uncharacteristically tight-lipped over 
title. 

Anyway, from what we saw of the title at the E3 show, the Saturn version (in 
fact all the jibit veisions) is not actually all that different from the 16-bit version, 
which is a bit disappointing really when you think about what could have been 
done with the game. Even so, anyone who missed out on the second game 
because they'd already bought a Saturn will no doubt jump at the chance to get 
hold of this one -it's certainly excellent fun even though it's not exactly pushing 
the Saturn's technical capabilities. A nice stop gap until we get to see some 31-bit 
product from Shiny. 




BOMBS AWAY! 

Bomberman's coming to Saturn! And with any luck, he II be coming to the UK tool 
The Saturn version of the game is already complete and although it hain't been 
signed up for release in this country yet. it's been rumoured that Sega will sign the 
gome up for release under their own name. 

Bomberman has always been extremely popular on console, and this version 
should be no exception either -especially since it incorporates 0 ten player option! 
Yep, it's hard to imagine ten people playing Bombermon at once, but believe us, this 
will be absolutely brilliant! 

Another bonus point for the title is the fact that it will only be released on the 
Saturn -you won't find developers Hudsonsoft porting this across to the 
Playstation! There's no specific release dates for the title yet although as it's almost 
finished, it's thought that it could be on the shelves within 0 
luple of months We'll keep you posted! 





SEETHE 
GROW! 

This one has been in development for so 
long, that almost everyone has forgotten 

is except for Acclaim who a re determined 
to get the game out on the shelves by 
early Autumn Apparently the title will tie 
in with the second Crow movie which will 
be released this summer (convenient, 
eh?) and will take the form of a 3D com- 
bat game, where the player can fight up 
to four opponents at any one time This is 
another title that is currently unplayable 
at the moment, but a video of the game 
was up and running at the E3 show The 
verdict? Well, if this one's going to be a 
hit, the programmers still have a lot of 
work left to do. More soon 



I GAME, I SAW,... 

As revealed by SEGA SATURN MAGAZINE in our last 
issue, smash hit Command and Conquer will be 
released on the Saturn sometime later in the year, wil 
a whopping six-month lead over the Playstation 
version, which is unlikely to b released at all his year. 

Anyway, last month, we brought you news of 
the conversion, but no actual Saturn screenshots. But. 
this month we've managed to get hold of a bona fide 
shot. As you can see. the two versions (Saturn and PCI 
practically identical and work on the Saturn version is storming ar 
game currently standing at around d 30% complete. 

This title is going to be absolutely massive come Christmastii 
many awards from tl 
PC community for its 
excellent gameplay 

with all strategy fans 



^^^^^^^ 
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GET YOUR ORDERS IN! 

Sega'i new Analogue Joypad will be on iile at Hi* tame lime at NIGHTS, 
which at the moment it scheduled for a September 5 releate. A pack-in deal 
containing both the game and the Joypad It thought to be going on tale lot 
(59.99, and a standalone lot £14.99. Demand for the add-on hi likely to be 
very high, to ff you want to be sure to get your very own pad, make lure you 
order one just as won at you can. 




INTERACTIVE 
MOVIES ARE BACK! 



Interactive movies have been a bit thi 
on the ground since the "Double 
Switch" days of the Mega-CD, but 
they've always been pretty popu- 
lar in the US, which is no doubt 
the reason why Segasoft [they 
□f Bug Too! and 3 Dirty 
dwarves fame) have decided to 
create an all new interactive 
movie adventure for the Saturn. 

Entitled Sacred Pools, the main 
thread of the story involves a very 
sparsely clothed young woman, who is the 
uberbabe of the sacred pool. She fires lots of 
lasers around all the time and looks really hard. 

Although 
development on t 
title has only just 
begun, we have 

version of the game 

and the standard of the FMV is very high, 
although we haven't actually had 
yet. This will definitely be released in the 
although no release date has been conformed 
at the moment, the title is likely to be on 
shelves in the early Autumn, look out for 
preview soon! 



MORE SONIC! 



new Sonic game was unveiled to thunderous applau 
e then, the gome, along with It 



a hibernation, with 



1/ 



of the title arriving 
this is probably that the programmers worked so hard h 
-.3 version together and it will be some time befc 
•w versions are unveiled However. Sonic X-treme will still 
be out by Christmas and you can expect to see extended 
a^^ coverage of the title coming up in the next couple 
IB of months. Anyway here's 0 few extra pictures 
IF (hot we didn't manage to get into the last issui 
W - the pictures ore taken from a video, so they 
I oren'l as high quality asyou'd expect to getfrc 
f the actual game. But. Sonic X-treme still looks 
fantastic, and when the new versions do finally 
arrive, it's likely that there will be loads more 
impressive features in to be found 
I Stay tuned for more info! 
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LOADS OF NEW TITLES 

BMC have just announced their Autumn/Winter line up, and among the vast amount of stuff on offer is 
a fair few Saturn titles. And here they are: 




111' 




TARANTULA 

Sort of a shoot 'em up but with a big deadly spi- 
der instead of a submarine or something. Pit yo ur 
creepy crawly 
against load of 
other nasty insects 
and see who comes 
out on top. Our bet 



nthe 



big nasty spider. 



TANK 



Obviously, this is a game about a tank. Take your tank 
around various urban environments and smack the 
living daylights out of just about everything. The 
graphics are already looking very sophisticated or 
one, although it's stilt pretty early in development 
More as soon as we can get anything on the title. 



this 





IV M FIROAND 
KLAWD 




Guide these two groovers through various 
scrapes in their own psychedelic version of the 
world at large. It's a sort of arcade adventure, but 
there's a few other styles in there too. Ignore the 
purple loons and big pink shades -this could be 
big although there's not much to see on the title 
just yet! 
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Wrestlemania 


Acclaim 


5 


VirtuaCop 


Sega 


6 


Virtual Open Tennis 


Acclaim 


7 


Sega Rally 


Sega 


8 


UFA '96 


Ei 


9 


X-Men: Children of the Atom 


Acclaim 


10 


Streetfighter Alpha 


Vrgii 
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Sega 


Guardian Heroes 


Sega 


Sega Italy 


Sega 


Baku Baku Animal 


Sega 




Streetfighter Alpha 


Virgin 


Darkstaftsers 


Vrgh 


Euro -96 


Sega 







WEAR A SILLY HAT 

Following just about every other major software publisher, Sega are sponsoring their 
very own festival this summer, which will take place between 1-4 August. The Earth 
Energy Music Festival will be held at Beddington park, East Croydon, and has three 
separate days for Jazz, Dance and Soul, Featuring names such as Courtney Pine, Mica 
Paris, and Alison Limerick, plus dance acts Orbital, Jah Wobble, LTJ Bukem, DJ Rap and 
Fabio, with licensed bars, wind powered marquees and of course, interactive enter- 
tainment from Sega, should be one of the biggest festival events of late summer. 

Tickets cost an arm and a leg to the average guy on the street, but we have 
three pairs of tickets to give away to the first readers who answer this question 

Q: Which famous English festival was NOT held this year? 

Answers to: FROLIC IN THE FIE LOS, SEC A SATURN MAGAZINE, PRIORY 
COURT, 30-32 FARRINGDON LANE, LON DON ECiR 3AU. The first correct entries to 
reach our offices will receive the tickets. 



If you want to buy tickets for tf 



ill Ticket master on (0171) 344 4444 



CHEER UP! 

Last issue, we announced that Philips will be bringing their back catalogue of titles 
to the Saturn in the near future. However, they also have a bunch of new games up 
for release over the next year too. Down in the Dumps is a point-and- click adventure 
starring a family of aliens who are about as big as a thumbnail. They decide to take a 
holiday on Earth, but find that things aren't quite what they're cracked up to be- in fact, 
they get into all sorts of scrapes. 

This won't be out until next year, but we've already seen a demo of the title (on PC 
only) - here's a few character sketches until we can get hold of some proper pics. 



READER CHARTS S&s, 



1 



VirtuaCop 



Sega Rally 



Panzer Dragoon Zwei 



Sega 



Sega 



tf you would like to see your chart features, send in your top ten to READER CHARTS, 
SEGA SATURN MAGAZINE, PRIORY COURT, 30-32 FARRINGDON LANE, LONDON ECiR 
jAU. Anyone who has their charts printed will receive a game for their troubles! 

12 W SEGA SATURN 
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SPACE JAM 



W 



ill, what else would you expect fi 
:ompany that brought you the "Jam" 
games? Vep, Acclaim are definitely determine 
o make the most of this stretched-to-the-limi 
license, and this time they're teaming up top 
basketball players with Warner Brother 
characters to make a "wacky" basketba 



at least), starring Magic 
(.ooney Tune classic char 




he year's biggest 
>ads of other NBA stars 
: general theme ofthefi 
is to create the best basketball team of all 
hilarious manner. And as far as the game goes, it probably 
get to do all sorts of things with the players that you can't dc 
ketball - producing mallets, bashing people over the head, th 
thing. 

Anyway, although there's not much to see on this one at 
development is coming along at a very swift rate and should 
for preview next month. All being well, of course 

MK1&2DU0 




is like in the old days. 

ns and all the secret bits 
□mplete die-hard MK fan? 



WATERWORLD 



to them. They sure know how 

Mortal Kombats 181a on just about every 
but you know what? We've never seen ioffi of them, 
why didn't anyone think of that before? Oh, that's exactly 
i have done here in this double-the-garneplay-half-the-price package, 
ash in, simply a chance for all those 5aturn owners who missed out on 
Mortal Kombats to get a look at what it w 
:ade-perfect graphics on both of theversic 
eluded, this is sure to be a hit with all the i 
there, although others may be a bit 
miffed by it -especially when they can 
go out and buy MK3 for the same price. 
As Acclaim already have the rights for 
the first two games it shouldn't take 
them too long to convert the titles to 
Saturn, which hopefully means the 
double pack will be out on the shelves 
by the end of summer. Look out for the 



1 mm^, "TflHwtT 



To most people, Waterworld is the movie known only for its over the top 
extravagance and budget-breaking expenditure. Oh, and for Kevin Costner's 
strange gill things too. But, despite being one of last year's most high profile films, 
the usual temptation to rush out a game-of-t he-film was passed over, and Ocean, 
who had bought the license when the film was in development, began think 
about creating their own version of events. 

One year later and they're still going Trie original project was destined for the 
Megadrive, but once the Saturn was released, they decided to develop for the 
superior machine instead Currently around iti% complete, the project should be 
finished by Autumn, and should be on the shelves in the UK by around October. 



The game itself follows the Waterworld theme, with you taking charge of 
your very own battleship and charging around a vast expanse of water. Obviously, 
the main aim is to blow the hell out of everything that moves and keep your own 
ship out of trouble. At the moment though, it's difficult to see how this is going to 
work as the version we saw had no enemies programmed into it and was only run- 
ning on one level. However, there should be much more progress made on this title 
in the very near future as now the basic engine of the game has been programmed 
in. It's easier to complete the rest of the levels. 

Anyway, provided the gameplay is up to scratch, this should prove popular 
amongst shoot 'em up fans. More nearer its release in the Autumn. 




Make a statement. Declare your independence! A Halifax current account is all about freedom and spontaneity. 
With over 8,500 cash machines at your disposal, you can get to your money and spend it how you like, when you like, 
interested? You should be. 

Call us free on 0800 10 11 10 for an info pack or pick one up from your local branch. You'd be mad not to. -=^^^^ : ^p^p^ 

■ .., HALIFAX 

go mad, open a Halifax current account. 



PREVIEW 




Bored with footie? Then why 
not dye your hair pink and 
play basketball instead! 




Asn d 



esprte a pretty low 
profile. Basketball is 
| becoming increasingly 
r in the UK. It's 
[ going to take us a 
I while before we get 
ir the standards of all the 
is seen on TV, but hey, 
when thou art crap at sport, taketh 
part in exercise of the videogame 
kind! Vou can always pretend that 
you're just learning the rules. 

Actually, there's already been a fair few basket 
ball offerings on the Saturn, and one in particular, 
NBA Jam Tournament Edition was just about as 
good as it gets on console. 8ut luckily, if you're into 
basketball, then this summer Is going to be 
absolutely great for you, because there's loads more 
basketball sims on the way. However, there's never 
been one developed by Sega before now, has there' 

-this is a way more realistic 
II interpretation of basketball 
than say, NBA Jam or NBA 
Jam Tournament Edition ... 

Ahahaha. Well, not on Saturn anyway. Ui 
obviously. 

Sega's first 5aturn basketball effort 
a rather fancy little number that goes 
by the name of NBA Action. 
Featuring all the players and 
teams from the real NBA 
tournaments, apparently it 
will make you "Feel the 
rush as the gameplay will 
bring you into the surreal 
word of the NBA". Crikey. 
NBA Jam IE certainly 
wasn't anything like that. 
Plus, as well as all the right 
teams and everything, cer- 
tain players have their own 

make for some spectacular play 

once you 

the moves off. Also, the 
game is quite unique in 
that the players' attrib- 
utes change as the 
game is being played - 
depending on the play- 
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lose every game, your players' statistics may drop 
the games progress. Which obviously makes this 
stic than other basketball sims 



The version shown here is 
almost 100% completi 
few changes to be made befoi 
it actually goes on sale. And, 
on a first playtest. it does 
seem to play very smoothly, 
although it has to be said 
that this is a way more reali 
tic representation of basket 
ball than say, NBA lam You'l 
see none of the "big head- 
trickery here - it's just 100% 
ralism all the way down the li 
Which is probably loads better if 
1're into basketball in real life, eve 
does mean that there's a little less shee 
the proceedings. 

As NBA Action is practically finished, it's like 
that it will make it out on to the shelves bytheei 
of August. Which is just about the same time tha 
BMG will have their own version of events. Slam i 
Jam (reviewed this issue) in the shops. Which on! 
will take the majority of the basketball fans' cash 
remains to be seen, but our money s on this one 
Look out for the review next monthl 
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...he makes it through the defenders, and makes an attempt on ...Is it going in or not? A very tense moment for all the players ...It's in! What a hero. You gotta hand It to the lad, They should 
the "hole"... involved... give him a medal or something. 






Cute bunny girls flying across 
a war-torn Japan? Yoiks! It's 
Keio Flying Squadron! 







JVC 


Shoot '•in vp ^1 September/October 




KEIO FLYING SQUADRON ON THE MEGA-CD 




IT'S NOT REALLY LIKE ANYTHING ELSE ON SATURN 



ideogames by their very nature are 
always a bit biiarre. Who remembers 
Dynamite Heady on the Megadrive - a 
| little animal thing who could dislocate 
is head and chuck it at enemies? And 
(hat about NiGHTS? He's a creature 
with the abilfty to fight nightmares on behalf of little 
children. Now, there's no denying that's pretty 
strange. Oh, and don't forget all those dodgy Japanese 
Mah long games. But we're not even going to talk 
about them because they're rude. 




This is one of the c< 



All of these elements combine 
I to make this a compelling title 
that has the most fun Japanese 
graphics we've seen all year. 



33 



tht 
that is 



However, despite the tendency to always err c 
surreal side, once in a while there's a videogam 



to make of it Keio Squadron is a bit like that. 
Although it's essentially a platform game, 
and an easy one at that, there's load of very, 
■e-ybiz* 

nents through- 




Anyway, if you're a 
bit of a Sega loyalist.you may remember Keio from 
when it was released on the Mega-CD around three 
years ago. In fact, the i6-bit version was surprisingly 
similar In concept with the action alternating between 
platform levels and side scrolling shoot 'em up bits. 
The graphics, while similar in character and style are 
much improved over the 16-bit version with intricate 
backgrounds and huge, huge bosses. In fact, the boss- 
es in Keio are probably the best thing in the whole 
game - there's gigantic sumo wrestlers, psychedelic 
tea servers, even huge crab monsters! And while 
they're not exactly difficult to defeat, it's still really 
really good fun This is also thanks in no small way to 
Rani's vast array of weaponry -from little pink umbrel- 
las to oversized mallets that she whips out and bashes 
enemies over the head with. Incidentally, when she 
does this, her expression changes from butter-would- 
n't-melt to something akin to Minnie the Minx. All of 
these elements combine to make this a compelling, if 
a little simple title that has the most fun Japanese 
graphics we've seen all year 

if you're the sort of person that gets fed up 
f J ._ l. with standard platform action after a 

hile, you needn't worry too much, because 
lere's flying levels to this game too. In addi- 
to fighting the evil army that's attempting 
de Japan. Rani also has a pet dragon, Spot 
hWthrough the airborne levels. Spot can 
"treathe fire and launch missiles and is 
t actually pretty handy in the destruction 
department. Which incidentally, is just 
-IP when you're up against the likes of 
nd stranded Russian astronauts. 
;ion of Keio that we've played is 
■plete and all being well, the title will 
be On the shelves by mid-August As well as 
pftasing platform fans, should attract anyone 
who's even the slightest bit 
Japanese games Oh. and anyone 



like in real lire, you only set 
one go at things. 




FLY, LITTLE ONE! 

Here's one of the flying levels. While they're not 
exactly the most challenging levels in the game, 
they're very cute and cuddly. Plus you get to shoot 
things like flying teddy bears and strange little 
beasties that really have no business being either 
in the air or in outer space. It's all a bit weird 
really, But it is dead, dead good. 
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To the men and women throughout 

the world who compete at the highest ^^^b^. ' 
level of sportsmanship, the Olympic ^^^^^k J Ml 

Games have come to represent J 
more fhan mere competition. ^^fe^^^ ^B^^^^^* ^ 

The hopes and aspirations of over K • ^ 

70,000 athletes will be tested to the limit JV • • 

fo achieve the highest goal of all in a fight for glory, 0 
a ffo/if for GOLD. * - 

• TTie ffrsf fnie 3D muftr evenr sports game. 

• 15 different sporting events to contest, in one or multi-player mode. 

• TV-style camera views and commentary of all events. 

• 8 players in network mode on PC CD and multi-players on console. 

• Athletes' movements perfectly recreated through motion-captured 
animation. 0 

■ Compete against athletes from 30 countries in Olympic Games 
tournament and arcade mode. 

Olympic Games excels in the payability stakes, combining speed 
& skill control with breathtaking end-to-end Olympic action. 

$ GAMES 

PLAYSTATION 7 " 
TZ""",V SEGA SATURN 

\ Available 
Ayr Summer '96 
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THREE DIRTY 'i 

DWARVES 





I ell. full marks to Sega of America for 
I the imaginative (itle of this beat 'em 
I up offering. It'; not something you're 
going to forget in a hurry, that's for 
sure. But despite conji 
I of yellowed old men in long raincoats, 
Three Dirty Dwarves is about as kiddie-friendly as it 
gets. Well, if you call imprisoning young children and 
forcing them to design super- advanced 
weaponry kiddie friendly. 

You see. that's what Three Dirty 
Dwarves is all about - the plight of 
the high-spirited, fun laving kids as 
they battle against the system. 
After being imprisoned for most of 
their little lives in a security com- 
plex, four highly intelligent kidlets 
have created their won a Iter- reality 
by ignoring their real environment 
and playing dungeons and dragons 
instead. Little do they know that in a far off 
dimension their every die-roll changes the real 
lives of the three dwarf characters they have selected. 
When they roll a 20, an inter-dimensional portal opens 
up and every single character from their adventure 
falls through it, bound for an earth city. And where do 
they end up? Why in New York of course. 

As you can imagine, it's not everyday that the 
average New Yorker gets to see dwarves and trolls , but 
when the three dwarves join up to destroy all the 
nasty orks. they quickly become national heroes But 
instead of being all happy and jolly they're very stern 
lipped about the whole situation because what they 
really want to do is get back to their home planet and 
blow up a few wizards. Or. get jobs creating nuclear 
bombs for corrupt heads of state But to do that 
they're going to have to track down those pesky kids 
and get them to play another D&D adventure which 
will hopefully change their fate. And. if they find the 
kids, there's a good chance that they'll be set free to 
play in the fields and skip in the streets just like all 
other good kids do. 

So, it's a very complicated storyline, just like all 
the best D&D games. But despite being based on the 




Dungeons and Dragons RPG, 
Segasoft haven't plumped for the 
il wanderabout adventure 
incorporating loads of text et a!. 
Instead, they've chosen a side scrolling 
neat 'em up, similar to St reets of Rage (in 
parts). Each of the three dwarves has a differ- 
ent array of moves to inflict upon the enemy, ranging 
from slinging baseballs to hurling bowling balls. 
Strange weapons for Dwarves, but then they are from 
a different di 

The gameplay is spirt up into a variety of short 
levels, with the basic goal being to beat up just about 
everything on the screen. There's a massive array of 
enemies to defeat in the game, ranging from onion 
breath-breathing ores to mutant rats. Also, when the 
dwarves get damaged, or indeed when the dwarves 
damage a mutant, a still screen appears somewhere 
on the screen displaying the amount of damage you'v 
caused to an opponent. This happens on all the levels 
apart from the boss levels 
movement around the screen. 

We had a quick play of this title at the E3 show, 
and while it's not quite up there with some of the top 
titles that are currently wowing Saturn skeptics, it's 
pretty light hearted and certainty plays well Luckily, it's 
almost finished 

inournextissue. Skate in dnd 
traffic! 
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Hello, I'm RAD 

and I'm still wearing 

the same clothes!! 




Hello readers. Rad here. And I must say I'm absolutely sweltering in this summery heat, in fact, i could just 
do with a nice ice lolly to cool me down. And that's where you come in. This month I want you to send me, 
along with your letters, an ice cream. A chocolatey one preferably, or perhaps a Mini Milk, but definitely no 
Walls Feastwiches, because i can't stand them. Vou might want to to pack them into one of those freezer 
bag things because they're no good to me all melted and sticky and dribbling out of the envelope. Send your , 
lollies {and letters) to me at FULLY A1R COND1T1ONED LETTERS. SEGA SATURN MAGAZINE, PRiORY COURT, 30- I 
32 FARRlNGDON LANE. LONDON EC1R 3AU. Thank you. 

PS Actually if you can find any of those Funny Feet lollies I'll be your best friend. They're my favourite. 1 



I'M NOT A FOOL 





if your gaming nous is titchy, bone up on 

the gen with Maslowiczy - he's the main games man at 
Sega, and more dour than an album by Suzanne Vega. 
Yes, it's that time of the month again readers, where 
we put YOUR questions to OUR man at the big S and he 
shows off by answering them. If your brain hurts 
because of a strange Sega query, why not write to him 
at AMERICA RRRRAAAWKS!!' Q&A, SEGA SATURN MAGA- 
ZINE, PRIORY COURT, 30-32 FARRINGDON LANE, LONDON 
EC1R 3AU. We'll do our best to help you out. 



TEACHERS TODAY. EH? 

DEAR SEGA SATURN MAGAZINE, 

This is the third time I have written to yoj and you haven't 
answered my previous letters. The last time I wrote to yoj 
was when you were called er... Sega er... er what was it now? 
Ah yes! Sega Magazine, I think it was. So anyway willyou 
please please please print my letter because I've always 
wanted to see my name in a magazine. 
1 1 know this question isn't to do with games but I would like 
to know what's happened to Tom Guise. Has he been trans- 
ferred to another mag or what? Because I enjoyed reading 

z Soon I will have some money to buy a game. I am a driving 
games freak and was wondering which to get out of Sega 
Rally or WipEout as I can't decide. Which one do you think I 
should get? 

3 Lastly are there any games being developed at the moment 
on the SGLOS?lfso.what? 

Chris Moore, Odsal, Bradford, W Yorks. 

PS Sorry about the handwriting, but I think you should blame 
that on my English teacher, as she never taught me how to 
improve my handwriting. Teachers today, eh? 



ugly. But hi 
i B far our m 



wearing a bag on his 
head, z Sega Rally for 
sure. 3 They're now Dirt 



f 



Please free me from my 
CVG prison hell! Ha ha!" 



I have a few questions I'd like to ask you. O knowledge- 
able one! 

1 Have you (SSM| got a web site? if so, what Is it? 

2 Are Oasis better than Blur (sorry I just had to ask!)? 

when I play CDs the screen does linger on for a long old 

5 Why do Mr and Mrs Beat Em Up keep re-vamping old 
(but good) 16-BIT beat em ups? Are they just making an 
example of the saying "same stuff, different day"? 

6 Can you give away some more demo disks? And don't 
say "Be patient my child" or anything along those lines. 

7 Can I be a reviewer? You lot are my heroesl 

Robbo. Abingdon, Oxon. 



Not at the moment, although Sega have one at 
.sega.com. z Why yes. 3 That's highly 
that. 5 Why mess with success? 6 We will. 



HE'LL KILL US ALL 

DEAR SEGA SATURN MAGAZINE, 

Please answer the following questions as 1 1 



illyou] 



1 Are Sega going to introduce a budget range for theii 
older games, like Clockwork Knight and Daytona? 

2 is Resident Evil going to be released on Saturn? 

3 When is CunGriffon going to be released in the UK? 



■e 33-I 



is of 



id Gunstar Hi 



cards? 



5 Any plans for compilations of the Thunderforce and 
Streets of Rage games? 

7 Will Daytona 2 be possible to have a 4-player mode via 
split screen and link-up? Please. 

is absolutely amazing, 

Christopher Beiley. Gwent, S Wales. 

1 Maybe. 1 Probably not. 3 July. 4 Rumours sug- 
gest that one is. But we can't say which, 5 Nope. 

6 Ves, for at least on of them. 7 Possibly. Maybe. 

FORGOT HIS NAME 

DEAR SSM, 

Please can you answer these questions. Thank you. 

1 Will Manx TT Super-bikes come out on the Saturn? If so, 



SEGA SATURN MAG is the best magazine and Saturn is 
better than the PlayStation. 

IS Wonder, Ox ley, Wolverhampton 



1 December, just In time for Chrimble. 1 Loads, 
mate. 3 V Cop 1 and Policenauts for starters, plus 
more in the pipeline. 4 Noooooo, 

AN OLD FLAME WRITES 

DEAR SSM, 

After reading your magazine for about a year and a half 
(starting when you were Sega Magazine and I had a 
Megadrive) I have decided to write in with some questions- 
1 Is Command and Conquer going to be released on the 
Saturn? I have played it on my PC and it is a brilliant 
game 

j What willyou put on your next demo disk? 

3 Will the new Daytona have more tracks? 

4 When will AM4 make their own solo game? They 
helped AM3 with Mans TT. 

5 Why does no-one sell Darius at f 29.99 as stated for the 
RRP in your Out Now feature? Everywhere sells it at 
about £44.99. 



■ and grei 



Paul Salmon, Hampton, M 



~^0* too- so no PlayStation version until next year. Ha 
ha. 7 Wart and see- but hopefully it'll be NIGHTS. 3 Oh hell 
yes. 4 They won't. Sorry. 5 They're ripping you off. The RRP is 
£19.99. Report them to the police. 6 Lenny. 




I'VE SEEN THE LIGHT. BROTHER! 

DEAR SSM, 

Firstly I'm only a new 



■ light bi 



ieyourr 



and kicks every other mag s butt So now I would like you 

to answer the following questions: 

1 Will Virtua Cop be coming with a new gun? 

1 Will the new Daytona be cheap like Virtua Fighter 

3 Is the PlayStation a better machine because we always 
seem to be getting second-class conversions? 

4 Will the Saturn be able to cope with Virtua Fighter 3 
because the graphics look amazing? 

5 Will there beany'Strik 



le Saturn 



Co Londonderry, N Ireland, 



»e already got one. z Unfortunately not - it's 
han just a remix, it's a whole new game. 3 
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This abandoned car chases 
NiGHIS along the ground! 



ANALOGUE IN 





> A game based both 
on dreamland, NiCHTS grants you 
control of an all-singing, all-dancing, all-fly- 
ing, all-Paraloopinghero, a demon of the ^ 
Nightmare world whose spirit of playfulness 
and individuality has displeased his masters. To 
escape the soul prison into which he Is Interred 
■CTS teams up with two youngsters, both of 
suffering from bad dreams due to their 
^.j) do latent troubles. The deal is this - NiCHTS will 
11 from their nightmares if they can free 
o start with the player has three 
rs under his control - but it's with 
lain bulk of the game) that it 
ie coolest gaming experiences 

is or Elliot (our teen 
heroes; heading towards impris- 
oned N GUTS, Clutching a red 
Courage lueya. The five Ideya 
represei - 1 he five positive 
aspects o' personali- 
ty -thi " 
white (purity), green 
(wisdom), yellow (hope) 
and blue (intelligence]. Once red is p 
to NiCHTS' cell he is freed for a limit! 
amount of time. To remain free he h, 
before this time 

replenished with each 
). Onceallof Claris or 
ire in place NiCHTS is 
to tackle hi 

^J^' the Nightmaren demon bosses. 

. f- * Once NIGHTS beats them all he's 

free forever, and it just so hap- 
pens he foils their plot to take 
over the realm of Nightopia- land 
of good dreams - along the way. 

So how does NiCHTS lay his hands on the ideya? Why, by cunningly 
negotiating a number of courses, known as Mares. Each Mare holds the key to 
an Ideya, along with a number of hazards and bonuses. Mares, being magic 
dreams, replenish themselves completely each time you return to the start (by 
completing the loop course). The Ideya can only be freed by collecting enough 
Chips (all explained elsewhere), and some Mares require NIGHTS to fly through 
four times before moving on. After you've freed your Ideya, deposit it 
;ya Palace and you're off to the next course. Once all four Mares of a 
are completed, it's on to the boss. This may all sound 
imple enough, but just you wait until you get a go of it... 



| NiCHTS is the first game to utilise Sega' 

le controller. This might seem like a bit of 
mick, but once you've played NiGHTS you'll 
e that the looser, easier to roll and 

lalogue pad is almost essential if you 
vant to get the most from your little flying jester 
bloke. Obviously analogue pads are also ace for other 
:s too (especially driving games), but this certainly 

's latest. Honest, it is just like flying. It 





SLED CITY 



Another feature of NiGHTS we revealed in a previous issue was the NiCHTS 
Bobsled - a section of the game where NiGHTS hits the ice in bobsleigh 
form and rides slalom, collecting bonuses on his way. Well this section is 
finished now (it's in the Frozen Sell stage) and it's absolutely ace! NiGHTS 
bombs down the slide at a million miles an hour, and his movement up the 
slippery sides - where most of the goodies are secreted - is affected by his 
velocity and turn angle, much like in real life. You'll probably have to tackle 
this bit a couple of times before racking up enough Blue Chips, but that's 
no bad thing as it's an exhilarating change of pace. 




BRAKE IT DOWN 



All this flying in the sky business is all very well - but what happens if 
you start feeling all airsick and queasy? Well, unlike with 'planes and 
helicopters, with NiGHTS you can just stop for a while to get your breath 
back. Doing this couldn't be easier, as NiGHTS' big floppy shoes act as 
superb air brakes. Simply pressing the L and R buttons at the top of top 
of the pad together halts NiGHTS in his tracks almost immediately. 
However, there's a n even neater trick on offer -each top button 
corresponds to the representative foot, and by only applying one airbrake 
NiGHTS begins to dance in the air, spiralling and pirouetting around on 
his heel whilst changing direction, or twisting his whole body around 
whilst flying. This doesn't seem to make a big difference to the game 
itself, but it does make a big difference to the feel when you're playing it. 
It might just look like faffing about, but it feels very serene. Although 
you're not going to believe that until you play it. 



This is Gillwing, the first boss. And also the 
e of a cafe near my home, oddly enough. 





Links make points. And what <fo points make! 
Why they make higher scores at the end of tl 
level, and that's the aim of the game. 



it means fewer points. Bah! 



complete that 
time remaining. And 
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LOOP OF FAITH 



Sometimes NiCHTS encounter; a yellow and blue 
loop. This is a bonus loop, and it's a very good idea 
to go through it. NiCHTS' star trail changes -for 
limited period only - to a solid yellow ribbon 
of light, and by performing Paraloops of 
various sizes he can rack up bonus 
points. The loops go from Small 
through to Large and Giant, with dif- 
ferent points for each. The real fun, though,, comes in using NiGHTS' ; 
brakes to dance in the air, performing Twisters, T Drops, Pirouettes ani 
Hurricanes. It takes a while to work out what these are exactly, as 
opposed to randomly twisting the pad, but it's worth pei 
excellent fun showing of to your friends and generally poncing about, 
really does feel like flying in a dream. We're not just saying that. 



A ^ , ____ 




Look at that gorgeous trail. Eeh. if only you That multi-coloured hoop is the source of the 
could see it moving, you see it's amaiiiuj. pleasing sub-gams with the ribbons. Aah. 



I KILL YOU! HA HA! I KILL YOU! 

Included within NiGHTS is a separate 2-player split-screen VS mode 
option. One player controls heroic NiGHTS, and the other the evil Reala. 
The characters are placed into a confined arena (with a big pointy thing 
in the middle) and fly around attempting to Paraloop or Drill Dash each 
other into submission. The winning player is either the first to 
three hits, or he who has the most belts under his belt when the time 
limit runs out. It's a pretty entertaining little diversion, but we're slightly 
doubtful as to its lasting appeal. Still, what do you expect for free? 




KNOW THE DRILL 



NiGHTS abilities are multifarious - you can certainly teli he was 
created as a top-flight ninja demon by the Lord of Nightmare. Apart 
from the Paraloop he's in possession of another, simpler attack. 
Pressing either A, B or C sends NiGHTS into a Drill Dash. As the 
component names of this technique suggest, NiGHTS spins around 
and shoots forward at an accelerated pace. This bashes any 
Nightmarean NiGHTS hits into oblivion, and also allows him to turn 
quickly by spanging off walls or other indestructible objects - plus of 
course it makes it easier to reach the Ideya Prison when you've only a 
couple of seconds of NiGHTS-time remaining. However using this 
ability costs NiGHTS energy - there's only a certain number of times 
he can use his spin, indicated by the green bar in the bottom-left cor- 
ner of the screen which diminishes with each twist. Luckily there is a 
way for NiGHTS to top up this bar - by gliding through the many 
floating rings which occupy each level. Every time NiGHTS shoots 
through one his Drill Dash energy is restored a tiny amount. With 
careful enough flying it's possible to fill the bar right up - enough 
energy to fight most bosses with! 





PLAY BETTER TO WIN THE GAME 

;r either of the kids wakes up and their dream is ended, NiCHTS 
imparts some final words of wisdom to aid them in their future 
attempts. Each of these game hints is fully illustrated, partially to 
demonstrate how to perform the actions mentioned, and partially just to 
look lovely. Many of the hints are actually specific to the section of the 
game in which your journey came to an end. Sadly all the ones in our 
version were untranslated from the Japanese, so we've had to guess 
what they're about for the most part. 



GASH YOUR CHIPS 




You might think that chips are just those potato things you have with 
- . your tea. But you'd be wrong - there are all sorts of chips, some of which 
4| are relevant to NiGHTS. Silicon chips inside your Saturn run the game, 
and NiCHTS himself runs on blue ball things called Blue Chips, which 
j float around in the sky awaiting collection. The Ideya are only freed from 
H their cages (known as ideya Capture] by depositing sufficient Chips with 
< in them, so NiCHTS' first priority is to gather enough for the job. The 
^ amount of Blue Chips required varies from level to level, but you'll know 
H when you've got enough because the Chip Counter in the top left corner 
H of the screen turns from blue to orange. Beginners should cash their 
H Chips as quickly as they're earned, as once NiCHTS' flying time is over 
H he'll plummet to the ground, scattering the baubles across the floor and 

j leaving Claris or Elliot to pick up after him. Expert players, however, 
H should note that Ihey can save precious bonus-scoring time by heading 
" around the course until they've got all the Chips they need - and then 
| racing around again for bonus Chips before depositing the Ideya for more 
NiGHTS-time. 




CLOCK THE HAMMER 

We all know what it's like -you're right in the 
middle of an exciting dream about teaming up 
with a flying sprite to rid the world of night- 
mares and a familiar ringing enters your sub- 
conscious. At first it works its way into the fabric 
of your imagination, until your dim brain finally 
recognises its chirp and awakens you. You 
might struggle to keep your alarm clock from 
ruining your fun, but it's generally inevitable it 
will. Unless, of course, you really are teamed up 
with a flying sprite. See, when Claris 
or Elliot are in human form, they're 
constantly chased by a giant flying, 
ringing alarm clock, which casts the 
shiny light of dawn down upon 
them. Should the kids find 
themselves trapped in its beam 
they'll wake up, thus ending their 
adventures, the only way to save 
them is to run like the wind to avoid 
the dreaded bells until you've col- 
lected a NiGHTS-freeing Ideya. Now 
NiCHTS takes over the dream, free- 
ing you from the attentions of the 
timepiece that could spell the end 
to your hopes of musical stardom. 
Or basketball stardom, depending. 





WHAT'S THE SCORE? 



When NiGHTS (or Claris/Elliot) completes a Mare, his perfo 
rated in terms of the speed at which the Chips were collected, the 
number of Nightmaren toppled, the number of links racked up and most 
crucially apart from speed, how many bonus Chips were collected. A 
polygonous rotating rating appears, and marks you from A to F. If you 
complete the Mare as one of the kids you're in for an automatic F as 
you've squandered your NiGHTS time. If you've been good and scored 
loads of bonuses you'll get an A. The balance of your Mare scores and 
fight against the boss gives you an overall total score for the level. This is 
pretty important, because you can only ftght Wizeman once you've 
scored a C or above on all your levels. So, for a tip, after collecting the 
Ideya within a Mare, your best bet is to not cash it in straight away, but 
to tour the Mare a couple more times collecting all the Chips again 
(they'll have turned gold to notify you of their bonusdom). Now cash in 
the Ideya and hopefully you'll do okay. 



STAGE DRESSING 



NiCHT5' environment is littered with 
accoutrements which help or hinder h 
progress or sometimes both. Some are obvious 
such as the barrels suspended in the sky shoot NiGHTS out at 
super-speed should he pass through them. Some aren't, like the 
semi-translucent air pockets which bounce NiGHTS around like bumpers 
(again at high speed, but making your controls unpredictable). The tricki- 
est ones are the bonus barrels. These bright orange balls float in front of 
NiGHTS after he makes contact with them. A number on the side of the 
barrel indicates how many hoops it wants to be manoeuvred through (or 
how many objects you have to pick up with it) until it splits open to grant 
you extra points. If you're especially lucky you might even get a power-up 
too. But be warned - earning such bonuses is nowhere near as easy as it 
sounds, you have to pull off a performing seal act and steer the thing 
with your nose, hoping against hope it doesn't just float away. 





SPEED UP BONUS BUMPER 




RED ARROWS, SGHMED ARROWS 

NiGHTS' main magical ability is his Paraloop. As NiGHTS flies through the 
air, a trail of mystical star energy disperses behind him. If NiGHTS joins 
these stars together by performing a roll in the air he opens a vortex 
which sucks all the matter within it into space. The bigger the Paraloop, 
the more powerful the vortex. This means titchy 'Loops merely catch 
enemies and Chips inside their parameters, bigger ones draw in objects 
just above or to the side, and humungous ones vacuum everything in the 
surrounding area into their heart. Good objects, like stars and Blue Chips, 
are deposited straight into NiGHTS' pocket, whereas bad ones such as 
Nightmaren vanish, never to be seen again. 



the layout of each level, a 
the path of each course (or Hare) around 
Pay attention, because later levels have tc 
spectacularly complex Hare) ltd it's easy 
where you are. Indeed, The Contusion 
sub-title for Sort 



I HAVE THE POWER! 



-B 



V* 1 




Power-ups are one of those inescapable inevitabilities of just about every 
game, and perhaps the most amazing thing about the ones found in 
NiGHTS is their instant familiarity. They appear as to 
perform fairly perfunctory duties. One, with a purple fireball emblazoned 
upon it, wipes out all enemies on the screen. A more novel item, decorat- 
ed with a Nightopian head, grants NiGHTS a few moments with a chirpy 
Nightopian wingman who collects all the objects NiGHTS passes. The 
most common pick-ups are the golden stars, which huddle in their 
multitudes all over everywhere. These are points bonuses, which might 
sound a bit feeble in the grand scheme of things, but NiGHTS is a game 
where points matter. 




LOOP THROUGH HOOPS 

Each stage of Night is stuffed full of groups of bright orange spheres 
arranged into rings. These aren't just there for decoration (although the 
are very pretty and I wish they some some around my area instead of al 



A giant opera-singing bouncy Weeble of a boss. The only way to defeat her 
is by throwing her through her stage, using her bulk to smash down the 
obstacles in the way until finally lobbing her into a cage at the end. 






The renaissance of the classic button-bashing athletics games 
continues! US Gold won the Olympics license, but Sega's very own 
AM3 are set to keep joypads burning with their arcade conver- 
sion, Athlete Kings. ROB BRIGHT is on the starting blocks. 




A king time ago, when man reached a state 
of civilisation comfortable enough to make 
hunting a more mechanical and effortless 
process, he decided to celebrate the fact by 
eulogising the various hunting methods 
and turning them into a show of strength and supe- 
riority over every other species. Rather than running 
at pace after a pig, he decided to run after nothing, 
rather than throwing a spear at galloping elk he 
decided to throw a spear at nothing. Oh, so it seems 
a bit stupid but then athletics, like all sports when you get to 
thinking about them, is a bit strange anyway. 

Anyhow, the idea that started out with the Ancient Greeks has 
stuck, and now we have an Olympic celebration every fouryears with 
the most super-fit humans on the planet gathering together to run 
very fast at nothing and throw spears at nothing among other things. 
But the really sadistic athletes aren't nappy slogging their 
guts out in just one event, they want to do them all, or ten of 
them at least. The supreme decathletethus earns the honour 
of being the greatest athlete on Earth. Sega's new title, 
designed in part to coincide with the Olympics, is based 
around the Decathlon, and it comes at a time when other 
software developers are also bringing out the old 'Track and Field' 
style athletics 

Athlete Kings originally went under the name of Decathlete, 
although a licensing problem meant 
the name had to be changed for a UK 
release. Essentially this is the same as 
the arcade game, using at it does the 
STV board and moving at 60 frames a 
second which is exactly the same as 
Virtua Fighter 2. 

Athlete Kings is a long way from 
those old track and field games you 
might have played at your arcade, 
utilising the best that 3D polygon 
technology has to offer to create a 
sense of complete realism, be it the 
look of the arena itself or the move- 
ment of the athletes. 

Athlete Kings is still some way 
from completion although it should 
be available by around September. 
Hopefully we'll have a full review in 
next month's issue. 
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ATHLETE KINGS 
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■ SEGA SATURN 





BORN TO RUN...OR JUMP, 
OR THROW 

There are eight competitors in Athlete Kings and ei 
them is classified as either an allrounder, a thrower, a 
jumper or a sprinter. This doesn't mean of course that if a 
sprinter is faced with a javelin they'll try and use it as a 
piece of out-sized cutlery, but rather that sprinting is the 
kind of event they tend to excel at. Some of you are no 
doubt keen to point out that there are three w 
the game even though women don't do the decathlete 
but the pentathlete. Well, this is a computer game after 
all, so a little poetic license is no big deal. 









BL-VUI I 









to be just about the scarriest event in 
athletics, as well as one of the most gymnastic. 
Players need to collect enough pace to get a good bend in 
the bar when it hits the box, and awesome upper-body 
strength to lift themselves up and over the bar. 



Technique: Pole Vault is on a par with high jump in 
terms of the complication of the technique. After col- 
lecting a bit of pace on the runway, perfect timing is 
necessary to get the pole in the box. 





FINGERS ON THE BUTTONS 

One of the most notorious aspects of a game like Athlete 
Kings is the irreverent button bashing it involves, eventually 
destroying many ajoypad and leaving horrible scabs on your 
finger. It's also the time when all of those weird and wonder- 
ful techniques begin to reveal themselves. The 'finger gallop' 
for example, where the player uses their middle and forefin- 
ger like a pair of legs, or the 'electro stutter', where the player 
cradles the pad between their knees and tries to make their 
fingers vibrate as much as possible. Be ready for lots of inno- 
vations as well, like people tapping up their forefinger so as tc 
avoid too much chaffing when they're furiously rubbing at 
the buttons. 




^ SEGA SATURN 47 



^^Mk^ With the snnerannl likes nf and 



With the supercool likes of and 

busting their way onto Saturn in the near future, what 
place is there for the weird child of the pack - 

? Its makers. AM? sau it's 



Its makers, AM2, say it's ,but 
are they the ones with the swollen heads? "No way!" cries 
water-on-the brain victim WwTt! !" 



"A speed battle game far better 
than Virtua Fighter 2!" 




That's what AM 2 say of their bizarro Kids 
coin-op. And, considering they ARE the 
creators of the legendary VFi - as well as 
being responsible for the aforementioned 
hot favourites, Fighting Vipers and Sonic 
Fighters - and, moreover, were the inventors of 
the whole 3D fighting game concept itself, 
they just might have some clue what they're 
talking about! 

But you'd be excused for questioning what 
makes VF Kids so special. From the screenshots, and even on the surface, it 
seems to be nothing more than VF2 with big heads. As an arcade game, it 
might not tempt you delve any further. But this game was designed for the 
ST-V f Sat urn -dedicated) arcade board. And, true to it's nature, it's heading 
fully-(de)formed to Sega's superconsolel 



SSTRFTTBUntn 



SATURN 





THE 'BIG' PICTURE! 



Before delving into what makes VF Kids different from its 
famous adult brother, it's first worth explaining exactly why 
Sega have created the game at all. And the answer lies in shrewd 
marketing. While the Saturn might be in tough competition with 
the PlayStation here in the UK, over in Japan it's a very different 
situation, in short, the Saturn is creaming the PlayStation, And it's ail 
thanks to Vlrtua Fighter and VFz! 

Over there, AMi's fighting game series is granted 
almost godlike status. Even now, arcades are filled with 
more VF2 machines than any other game! The release of 
near-perfect conversions on Saturn, sold the machine 
almost single- handed I Asa result, most Japanese program 
mers developing two-player versus-type games, choose 
Saturn instinctively, purely because they know their core 
gamesplayers already own the machine. 

The problem is, fighting games in general only appeal to specific games- 
players. Mainly, 15 to 25 year old males. With this area of the market already 
cornered, Sega Of Japan now intend on drawing in other types of gamesplayers. 
Thefirst move was the Introduction of the white Flash Saturn. At half the 
Saturn's original launch price, and in more cosmopolitan colours, the machine 
flew off the shelves on release. The number of female and younger Saturn 
gamers has increased dramatically. To cater for this upsurge, games like 
Rockman X2 (Megaman) and the upcoming NiGHTS have been developed. 8ut 
SOJ also want to expand the appeal of the Saturn's main brand - vlrtua 
Fighter. And that's where ■< \ 

thevT-Kidsfitinl ^ 



The arcade intra is in there loo. Mia, when you complete the 
game, AM2 lay they've included two-minute FMV endings for 
each character. We've yet to see them though. 
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lay with this guy, you 



AGE: 56 SEX: M 



NATIONALITY: CHINESE 
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MOVE OVER OLD-TIMER 




Wolf prepares to fight 
himself. Bizarrey, the new 
caricature looks Just like Ed 
is, the little si 

does our tips. The all-new, hyper-cute Name Entry it 



ility ofallthefigr 
10k similar to thei 



f eyes go angrily r« 



at's okay. Although iccesi- 
t Is a secret, on Saturn It's 
-. VF) (Down-Up- Rlght-A- 
>n - Down-Up-left-A-Rigrit). 




VF Kids isn't just a surface rehash of VF2 with a junior button-mashing option 
though. As you'd expect from AM 2, they've taken this opportunity to refine 
the gameplay, making it more dynamic than ever. For starters, the game is a 
full 20% faster than VFa, and it 
shows. The speed at which combos 
are launched on opponents is stag- 
gering, emphasised by the more 
punchy impact sounds (they sound 
closer to VF than VFa). 

What's more, the big-heads 
prove to be more than just a cosmet- 
ic addition. These extra large targets, 
coupled with the extra speed, have 
created new combos. Extra hits can 
now be strung into moves, making 
for even more impressive fights. 
What's more, when low-blocking, 
the fighters now sway backwards. 

Such is the size of their craniums, they actually need to dodge hits! 

These over-ripe Papaya heads also add centrifugal force to the fighters 
Most notably when KO'd. Finish off an opponent with certain combos, and 
the final hit sends them across nearly the whole distance of the ring. 
Sometimes they even skid further when they land. 

Other moves are considered worthy of replay. Taking a leaf out of 
Fighting Vipers book, when a special attack is successfully implemented, 
multiple-view replays are shown. Likewise, new angles are employed 
throughout fights. During Wolf's spinning throw, for exari 
pie, the camera stays fixed on Wolf's face, while the back- 
is around. Added drama is definitely part of the 
Kids package! fiV 






THE ARCADE WINNERS 



SEGA'S reputation has been forged in one of the competitive markets in the world... 
the arcades! Though they've always managed to bring their arcade hits home and let 
the family have a piece of the action, from their early licenses on popular early 80's 
consoles (see last month), right up to the present day Saturn. Many of the games 
shown on these pages, such as Rampage or Alien Syndrome, contain such original 
ideas (that haven't been re-used) we're surprised they haven't been updated for the 
Saturn. Maybe there's hope for them in the Sega Ages series... 





NAME: 


AFTERBURNER 




YEAR: 


1966 : SPECIAL FEATURES ♦ 


11 


AN AWESOME HYDRAULIC CABINET 
I THROWING VOU RIGHT INTO THE ACTION. 


1 COMMENTS: , "°"°.'.',"™*. k ™J|,' 

I still ace, especially in (he R360 cabinet. 
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1 NAME: 


GUNBLADE 


a YEAR: 


1996 I SPECIAL FEATURES # 


■front mounted recoiling light guns 
j and a groovy license. 


comments: l*^,™^!™™ 1 ™' 1 


Thunder 
sequel* 

ty famou 


iich has you gunning from the 
kbut pretty good all the same. 
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Core first revealed Tomb Raider 
at the spring ECTS and everyone 
[ was pretty gobsmacked with 
just how impressive it 
> looked. Like Nights and the 
\ forthcoming Sonic X- 
Treme, Tomb Raider 
^^^""^ takes you into a full 360 3D environ 
ment. ROB BRIGHT enjoys the freedom. 

And the legend says that the ancients preserved a special body of 
knowledge - a unique mystically transcendent knowledge, that 
to be passed on after their empires crumbled, by the select few « 
had managed to initiate themselves via its sacred rituals and tech- 
niques of omni -conscious exploration. Only now, as the time of uni- 
versal truth approaches can I, the last guardian of the 'llluminatl Temples of 
Mr. Byrite', reveal this knowledge to you, brethren of the Saturn... 

...err, hang on... ummm... oh what was it?...ahh bugger. \ should have 
written it down. Oh well, can't be helped, can't be helped. Instead I'll tell you 
about Tomb Raider, a game no doubt programmed by fellow 'Initiates', con- 
centrating as it does on the mystery surrounding the 'Scion', an object of 
ancient and unknown powers. Lara Croft is the action-woman who's been 
employed to retrieve it, but who has subsequently decided to go it alone afte 
discovering that her employer's were simply using her as a pawn in a much 
bigger game. 

With the suspense-laden plot neatly laid out, this jD action adven- 
ture kicks off. Part puzzle, part shoot 'em up, Tomb Raider 
four levels, each level subdividing into zones. The environ- 
ments are as you'd expect - Inca caves and cities, Greek 
Coliseums, Egyptian temples and even an Atlantian pyra- 
mid. In each part of the game the action focuses on differ, 
ent aspects of the adventure, with some zones dedicated 
mostly to exploring or puzzle solving and others to some t 
tional blast 'em up chaos. 

Tomb Raider is now deep in development, and as you can no doubt tell 
from the screenshots, it's looking very impressive indeed. A lot of time has 
been sent working on the finer details in an effort to really build a sense of 
atmosphere in the game. The use of 
varying camera angles, the fluid 
movement of the sprites and the 
range of things that Lara is capable 
of. all work to contribute towards it. 

Core are working towards an 
October/ November release for Tomb 
Raider, and proving all goes to plan 
this could be one of the big 
Christmas hits. We'll be keeping a 
eye on how things are shaping up. » 





' HIGH NOON 



Lara starts off the game with her two pistols 
which have an infinite amount of ammo. She 
wears these in classic gunslinger fashion, one 
on each hip and has to press the draw button 
to use them. When she draws them they'll 
immediately lock on to the target or targets, 
providing it's in front rather than behind her. If 
there's only one target then both guns focus 
on that, Lara actually spends a lot of time 
without using her weapons, keeping her 
hands free to climb things or grab onto ledges 
if she happens to be falling. 
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LEVEL 4: ATLANTEAN PYRAMID 



Once Lara manages to penetrate the pyramid it would seem all is 
quiet. However once one of the boss enemies activates it, things rapid- 
ly go berserk, Lara has to make it to the contiol centre, destroy it, and 
escape as the pyramid is exploding about her. Phew! 




One thing that Tomb Raider is full of is traps. There 
loads of different ones to watch for like the classic 
crumbling floor, denoted by cracks in the floor 
tiles, or doors in the floor that open when 
they're trod on. Some of the traps use films for 
inspiration, like the rolling balls rem 
Raiders of the Lost Ark, as are the blow dart' 
and fireballs which are activated when Lara 
foolishly walks over a pressure pad. There 
are also spikes which emerge from the floor 
if Lara runs over them, causing some lovely 
impaling, something that's a bit like an old 
game called Prince of Persia. 



Wolf meets sharp blade - 
wolf lose 5 head! Simple. 



FILM '96 
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One of the principle attractions of Tomb Raider is likely to be the effect 
the camera has on the proceedings. Trying to make a game look convinc- 
ingly like a film is nothing new - a game like Resident Evil on the 
PlayStation has been very successful at attempting to do this. With Tomb 
Raider there are four different camera angles in all, and they are 
employed at different stages of the game to enhance the atmosphere. 
Here's a look at them in more detail: 

THE SPOT CAMERA: 

employed for the vast majority of the time. The 
action is viewed from just over Lara's left or right 
shoulder depending on which is most suitable at 
the time. When Lara is still, you also have the 
opportunity to inspect your surroundings a bit 
more by moving the camera about with the 
direction buttons. This includes things like look- 
ing over a ledge to see if it's a big drop, or looking up to inspect whether 
an obstacle can be climbed. 

Bazza says-.Used in a lot of slasher type films to create suspense. You 
know the kind -you're just behind the distressed female as she nervously 
wanders down the long dank corridor. 

THE DYNAMIC PAN: Simply for a bit of show 
this one. The camera rotates all the way around 
Lara enabling you to view her from any angle 
and at any distance, providing there are no 
obstacles in the way of course. This is simply 
used for dramatic effect 

Bazza says: It's kind of like the rotating 
they do in films when two people are dancing 
at a ball or something. It's also often used with a touch of distorting 
depth-of-fleld to convey someone who 's going a bit loopy on a 
deadly poison. 

THE EXTERNAL VIEW: This is used 



H per 



forms certain actions. It either works a: 
a flowing change in angle and it's generally 
ployed to give you a fresh perspective on a 
il items that might be of 



situation and re 




Bazza says: The simple cut technique is as old as cinema Itself, 
known in the business as 'montage' you know. The flowing change of 
angle maintains a sense of rhythm and pace. 

THE THREE POINT VIEW: This is a bit of a 

cunning idea actually. When Lara finds herself 
object or something else that's impor- 
tant, the camera focuses on the object, putting 
Lara between it but in line with the camera. 
This sounds a bit confusing, but what it 
^^^k means in real terms is that the camera's 

angle will move to keep both Lara and the object in the fram 
^^^■1^ Bazza says:£w... 
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I WANT TO EAT YOUR BRAIN! 



Frankly I for one don't fancy the idea of shooting my way out of a dingy industrial complex crawling with deadly aliens. Now that's just my opinion, and it 
! doesn't mean I'm berating shooting your way out an industrial complex etc etc. But if I changed my mind, I certainly want to know, at the very least, what 
those aliens are like. Well they're all different in Alien Trilogy, although many of them look very similar. Some are faster, others stronger or more intelligent. 
Some of them like shopping. Each of the enemy flavours listed below vary in their individual characteristics (which apparently took about a year and a half to do), 
>n't underestimate them. 
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B HUMAN GUARDS) 


B ANDROID GUARDSI 
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I No actual threat to the player, but t hey look 

icky. Don't look at them for (do long or 
I ynu'll feel queasy. 



Flimsily built and easy to kill, but hard to hit 
thanks to their small size and speedy move- 
ment. Scary. Pop out of eggs. 




Employed by your company to stop you killing 
all the aliens so they can use them in a war, 
or something like that. 



,BMfflj 



The urns as humans, but to 
white blood. Or lubricating fluid 
mechanical stuff it is. 



that have gestaled Inside dogs. They 
walk tunny, hut don't laugh at them because 
they're still evil and will kill you if you let 



Aliens that have gestated inside humans, 
these comprise the majority cf the enemies 
you'll face. They're really scary and very 



The mother of ail aliens, the Quei 
absolutely enormous. Testament 
power of the Saturn, and the pov 
too. Rock rock hard. 
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THLY DRAW OF A GAME OF YOUR CHOICE 

ORDER THE MORE ENTRIES IN THE DRAW 
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OPIN SAT + SUN 
9AM - 3PM 
MON - FRI 
9AM - 10PM 
BUSINESS NUMBER5 
0121 436 9380 
0121 436 5388 
FAX: 0121 436 5388 



Adidos Powo Soccer 

ion Trilogy 

Aquonouii Holiday 

™ III Machine Head.. .. 
-nicies CH The Sword.. 



Gal ox Ion 3 

Impocl Racing .. . 

Magic Corpet-.. . . 

Mortal Kombol 3 
Jamto Museum VI 
JBA In Ih.. Zone 

NFL Game Day 

NBA Live 96 



Baku. Baku. Animal ... 
Bonle Are no Tos hinder 



FIFA Soccer 

Golden A>e The Duel . 
Guardian Heroes 

Loaded 

Magic Corpet 

Mortoi Combo! 3. .. 



Olympic Gomes ... 



PLAYSTATION 

£33.99 NHL Face OH 

£37.99 Olympic Gomes _ 

£34.99 Olympic Soccer.. . 



..£3699 s 0 "-:,„ '(V™ 

■.£52 *•■'»"«■« 

"r ZZ Skelelon Warrior 

£tba Wom * Jam 9* ... 

£36 49 S """' f "J' Alp 

£34 99 Toshlnden 2 

L £33.99 10,01 NBfl 

..£37.49 Victory Boiing ... 

..,£35,49 Irock & Field 

.. £36.49 Virtuol GoH 



...£37.9 



X-M*n Chile 



£37.99 

ETBA 

ETBA 

£38 99 

£38 49 

..ETBA 

E3S.99 

E36.49 

ETBA 

£34.99 

£38.49 

£37.99 

..£36.99 

... -...ETBA 

£36.99 

£36.99 

£3?.99y 




INEVITABLY SOME GAMES LISTED 
MAY NOT YET Bl 

PLEASE PI 
RELEASE DATES. PRICES MAY I 
SUBJECT TO CHANGE! 



ALL CHEQUES AND POSTAL ORDERS PAYABLE TO: 
FUTURE GEN, 107 A5HDALE DRIVE, HOLLYWOOD, BIRMINGHAM B14 4TX 
WHEN PAYING BY CHEQUE OR POSTAL ORDER PLEASE ALLOW 7 DAYS FOR DELIVERY 
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DTheUMimateo»ER£i2noo« 
□ CaminjRigir™ 1 



;i you don'! rely on the luck of the Media Rig ( 



The Ultimate Gaming Environment. 40 inch n 



letermine if you win or not. You win by outscoring others in a game of 130 watt receiver w/ Dolby Pro Logic Surround Sound, and all components 
iu solve the puzzle below? Then you have what it lakes. It looks simple. Win Satellite Receiver as a BONUS OPTION! This rig will blow you away!! 
the start. Each of five more puzzles gets a little harder But this time it's We're talkm* GAMING H E A VE N ! 



ie start. Each of five more puzzles gets a little harder But this time it's We're talkm' GAMING HEAVEN! 

. Slay in to the end with the highest score and the gear is yours. _. ..„ . . 

> options you want. Do you have what it takes^ Then play to win' D,r f C S 0nS -„ l Fll i m li,e Word G "l w l l , i tl word f,? ol "9 acrass lhal s l 

r ' r ' ou! the Mystery Word down theside Hint: usetne Mystery Word Clue. 

l£Slf; r ^SSSS&E&ZL 7" h ""<!'"" ^° m > >« ■» tuture. There mil be far more partes at £200 each a»d o«e 

meg. lam.U Gig. hard dtxe. CO ROM, I7 - moaiw. modem aad mere' brJaker a , JJJ M — be M „ w „ JJ ,„„ J hat( , mek „ „ 

ne Contest. Play on the hi-tech cutting edge with this line-up: each puzzle. We don't know how many will play but typically 55% will have 

lion; Sega Saturn; Virtual Boy. 300; and Atari Jaguar. Get all five or highest score possible score to Phase 1. 43% to Phase II. 36% In Phase III, and 3 

s you don't want for CASH! Bonus options include: 33 inch monitor, to Phase IV The tie-breaker determines the winner. II players are still tied they . 

3s. cash, accessories and more! split (he value of the grand prize they are playing lor. 



Mystery 
Word 
Grid 



Yes! 



ENTER ME TODAY, HERE'S MY ENTRY FEE: 

□ (£2.00) Computer Contest 

□ (£2.00) Video Game Contest 

□ (£2.00) Media Rig Contest 

□ (£3.00) SPECIAL! Enter them all (SAVE £3.00) 



WORD LIST and LETTER CODE chart 

PINCH W PRESS K BLAST A WRECK D 

BREAK Z PUNCH S SPRAY C TURBO V 

STOMP T STAND R PRESS E DREAM. ...O 

CRUSH I SCORE H SLANT L CHASE P 

MYSTERY WORD CLUE: 
WORLD RULERS HAVE IT AND IN THIS CONTEST YOU HAVE IT 



Post Code 

SEND CASH, M.O., COIN, OR CHECK TO: <9 
I, P.O. BOX 1 0452 



VOID WHERE PROHIBITED ^ ENTRY DEADLINE: POSTMARKED BYAUG ITTH 1996 ■ ENTRY FEEMOST BE INCLOOED 




The wait is over, and the suspected Game of the Year 
is ready for release, and review. So has it been worth 
all the wasted drool? Or could Nights be a major 
league embarrassment to all concerned 
(especially us, who've given it all this coverage)? 




I very 50 often a software house will 
| spring a sudden surprise on you. This is 
| generally when they've got something 
eally brilliant up their sleeves which 
oesn't need several yean of constant 
B to get your attention. When the pro- 
n they've got something special in their 
hands they'll go to great lengths to reduce the 
probability of journalists finding out anything about it 
until it's near enough to finished to be truly astounding. 
We didn't hear about NiGHTS until four months from 
the end of Hs year-long 
gestation period, and 
given that it's from Sonic 
Team, you'd think Sega 
would be only too happy 
to start shouting that 
they were working on a 
big money new produc- 
tion. Well, they didn't, 
and we're glad because it 
made the shock of seeing 
such an awesome title for 
the first time something 
quite tangible. 

You may have 
gathered through the 
extensive coverage we've 
given NiGHTS in previous 
issues that we think rt's 
corking. But then a single 
look at the screenshots 
would convince you of 




that without us bothering to say a word. 

What makes NiGHTS so appealing is its concept 
and feel. This sounds fairly simple, but a lot of games 
you'll see on the shelves, whilst competently 
programmed and enjoyable to play or even innovative, 
don't concentrate of how the player is going to feel 
when they're in the midst of playing it. The atmosphei 
of a game is often what elevates a title to classic statu 
and NiGHTS has more atmosphere than 
fully terraformed Mars with loads of 
plants and animals and no pollution. 
Plus the control system is soinstin 
tive it pulls you straight into the 
action. This is one of those games 
that'll have you twisting around in 
: involuntarily mimicking 




the or 



of 



NIGHTS' big flappy shoes 
make ideal flippers for 
underwater navigation. Hind 
the reverss controls, (hough. 



mmt! 



NiGHTS It transcends those early 
Sonic- meets -E ceo comparisons with 
its fluid snaking around. 

The game mechanics are simp! 
enough, the objectives you're set are easily 
understood, but much harder to accomplish. This is a 
game designed very much with the arcade- playing 
reflexes and co-ordination crowd than platform/puzzlers. 
Much like Sonic, strangely enough. 

Visually NiGHTS is one of the most captivating 
games the Saturn has witnessed yet. The environments 
are rich in texture and detail, each level having a distinct 
Individual personality The animation is superb, and the 
bosses (most of which are HUGE) are worthy of particu- 
lar note The mad colour schemes the Team have used 
amplify the dream concept and give your eyes an 




However, NiGHT5 isn't 
without its faults. The 
Nightmareans seen in the 
main levels (of which there ar 
only a few) are quite bland-looking and don't really do 
very much. Obviously in a game played mostly against 

best, but more time could have been spent on 
making your foes look as good as 

irything else. The other criticism is 
that NiGHTS isn't exactly what you 
could call massively difficult Given a 
couple of days most reasonably 
accomplished gamesplayers will 
have clocked it However, the 
Incentive is there to keep going 
back to each level until you've ranked 
n "A" on every one, at which point we 
suspect new game options will open 
themselves up although we're not sure). 
However, even if this doesn't happen you'll still 
return to NiGHTS just for the joy of playing it. plus 
watching the Nightopians evolve through the A-Life sys- 
tem is very jolly. 

Basically, NiGHTS is everything it's cracked up to be. 
A real showcase for the Saturn, massively addictive and 
totally friend-impressing (unless they've got a 
PlayStation, then they'll be sick) Whatever game you're 
thinking of getting right now, put it on hold and get this 
instead Vou won't regret it. 



RAD 
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The Road Rash legacy has returned for one last 
outing on the Saturn. But , after four years, 
does It still have what it takes to thrash the 
pants off other racers? Or is it just destined 
for the scrap heap? 






I he Road Rash series has had a long and 
successful history on Sega consoles. In 
fact, when it was first released on the 
Megadrive way back in 1991, it was just 
about the best thing going. After all. it 
I Included, blisteringly fast play, merci- 
less violence and a great two player option too. 
And after the first version, it seemed to 
get better and better, right up until 
the awesome title that was 
released on the 3DO a couple of 
years ago. In fact, the format 
hasn't changed at all since 
then, and it's largely this ver- 
sion that makes it on to the 
Saturn this month. 

So. for those ofyou who 
haven't had the pleasure of 
playing this on the 3DO (actually, 
unless you own one. thenrt one rea- 
son why you would have played this 
before), this version of Road Rash is played 
out in a variety of more urban settings. Like a very busy 
town for instance Which means just one thing 
Crannies. Ves. that's right, grannies Vou can run 'em 
over, or dodge 'em, it's up to you . although we know 
the most entertaining option of the two. 





As usual, there's the 
usual options of champi- 
onship mode and one-off 
races (although there's no 
two player model, and in 
addition to all the weapon 
stealing malarkey.you can 
also steal your op po- 
nent'sbikeand 
ride off into 1 1- 
distance. 

theref ore giving you the chance to win 

Of course, if you've played Road 
Rash before, you'll know that this is 
rather marvellous fun, and it's a pret- 
ty long lasting affair too. However, the 
question has to be raised as to 
whether in these days of Sega Rally and 
?ven Daytona. something like Road Rash 
still provide the thrills that we've come to 
expect. And theanswer is. yes Sort of It's certainly 
still fun to play, and it's pretty addictive stuff too 
However, you can't help wondering whether the pro- 
grammers could have made a bit more effort to make 
this different from the other versions After taking so 
long to bring it out, we would have at least expected to 



see an extra playable track. And, of course, we would 
have expected to see a pixel-perfect conversion of the 
3DO original. As it stands, this is a poor version of the 
original game in that the tracks have been poorly recre- 
ated, almost as if the programmers just couldn't be 
bothered 

Still, for all these criticisms. Road Bash still remains 
a brilliantly playable game, that despite having no 
new features is still fun enough to keep you playing it. 
And. if you're really into this sort of game, there's no 

doubt that you'll find it enjoyable, it's just doubtful that 
anyone would choose this over a racing game like 
Daytona or Sega Rally or even Need for Speed. Overall, 
"quite nice" are probably the two words that sum it up 
best. Can we see some new stuff now, please? 
SAM ^ 



N000! NOT THE GRANNY! 

Here at SEGA SATURN MAGAZINE, we're quite fond of our 
grannies. In fact, we'd hate to think of them pootling around the 




This is the Sierra Nevada course. If you play in thrash mode, 
you can choose any course you like, although in race mode, 
you'll have to go through them all In order. This is quite 
's plenty of open road For all the riders. 



» SEGA SATU 



REVIEW 





executed any n 



I hrough infinite spawn and having 

:e friend I wai once given the 
j opportunity to watch Magic Johnson 
iy an exhibition match, and it was 
e. However, only now do I realise 
I that the travel to the UK was affect- 
nee. For the Magic Johnson I saw 
imber of lithe set-ups and performed 
some incredibly graceful feats of basketballing. 
Now, having played Slam V Jam, I know that he 
normally waddles up and down the court like he's 
got a bag of anions sewn into his shorts and 
never jumps more than about four inches 
off the ground. Magic Irvin, and his 
equally famous (in America) pal 
Kareem Abdul Jabbar both make 
personal appearances in BMG's ne< 
simulation of the basketballing 
phenomenon and, so it would 
appear, neither of them has the 
natural limb co-ordination they 
were born with. This, at least is the 
impression I've garnered from observ- 
ing their digitised counterparts lumber 
around the court in a manner more akin to a 
foul drunken tramp than a professional sportsman. 

But hey, animation maketh not a game {as they 
say) - NBA lam isn't exactly the sleekest of sports games 
and that sold by the lorry load Sadly for Slam 'n' Jam 
though, quality do maketh a game, and this is where 
BMG's latest endeavour falls short Every basketball 
game basically suffers from a similar fault, and that is 
that the sport itself, whilst fascinating to watch, is very 
simple- which often makes for a limited gameplay 

scope when translated 
to computer game 
form. Some attempts 
have been made to 



i 



Basketball has traditionally been a 
barren plain for the gameplay crop. So 
how does BMG's new settler settle in? 
Is it set up for success? Or merely 
unsettling? 



precis adequately, it just doesn't make for ai 
Inggan 




mmings you'd expect are in place, 
from the reams of stats through the large-scale 
licensed players - they just don't really seem that 
impressive Even the running commentary (which 
should still have at least novelty value) is bland. It 
sounds like your non-basketballing dad is sitting in 
he room trying to sound cool by making comments 
about the game, saying things like "Ooh, where's the 
defence?'' or "He must be on springs!'' when some- 
body makes a jump. Perhaps unsurprisingly this 
grate after the fiftieth hearing. 
Of course, as is often the way with 
these things, it's not all bad. With other 
human players in tow Slam 'n'Jam is 
a far more rewarding experience. It's 
not that the game itself is awful, it's 
just based around a pretty shaky 
premise that requires an element of 
competition to resuscitate But even 
then Slam 'n'Jam is unlikely to keep 
you occupied for more than a couple of 
days, even taking the special moves and 
other trinkets into account. 
Given more moves, a more defined strategy ele- 
ment, sharper graphics and cleverer artificial intelligence 
Slam 'n'Jam could have been an exciting product. As it 
stands it's just an average basketball game of no real 
interest to anyone without an over riding passion for the 
sport - and even then it's more Hit 'n' Miss than any- 
thing 




Well, look] like that crisp's just scored a goal. Well done, that 
lad, I bet your old PE teacher's proud of you. 




What a corking Lord only know) what Charity Stripe m 

of penalty free throw. In fact, two throws. 
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If time present and time past are both 
present in time future, and time future 
contained in time past then all time is 
eternally present. As for Starfighter 
3000, if s here today, gone tomorrow! 




I ep, it's the future again, this time a 
further millennium down the line into 
3037. Things are, as you'd expect, 
quite different. Human brains pile 
wn the conveyer belts waiting for 
I their corporate-genetic identities; 
e channelled into the administration syn- 
thers into cyber-technology industries, 
and the really unlucky ones are mistakenly cov- 
ered in chocolate and stuffed into boxes of Milk 
Tray. Thankfully it's not all change though. 
There's still plenty of war and violence to make 
your Twentieth century kid feel at home. 
Obviously, the goalposts have changed in terms 
of the enemy - Earthlings now more suited to 
inter-galactic bickering - but for the pilots in the 
Fednet Space Corps, of which you are one, there's 
still plenty of action. 

As part of the Corp. it's your job to ensure the 
galaxy remains a place of relative order and securi- 
ty. At present it's being threatened by rebels 
armed to the teeth with fighter squadrons, huge 
cannons and a variety pack of assault missiles. 
Fortunately, being part of the wealthy establish- 
ment, you're given control of a 
Predator Mar* IV attack vehicle 
which comes complete with its 
own range of weapons and 
defence systems. 

Starfighter 30 
heart a shoot 'em up. 
although it's fair to 
say it has a fine pair of 
flight simulator lungs 
as well, This is at first a bit off putting. The con- 
trols are incredibly sensitive, a light tap of the 
joypad capable of sending your vehicle into excil 
ed swirls about the ether. Once you get used to 
this control method things get far less frustrat- 
ing, although now and then there are still times 



more difficult than 
you'd think. After this 



II Of Si 



iple 





vish it 



little less touchy. The 
flight sim element is 
confirmed by the way 
in which the action 
kicks off. your primary 
mission being simply 
to dock your plane in 
the mothership, some- 
thing that proves far 



to e; 

before you take off 
outer-space to take on 
the enemy in greater 
numbers 

As Starfighter 
3000 progresses it 
becomes more like a 
straight-forward shoot 
'em up. the player using 
the map to locate tar- 
gets and then making 
the most of their air-to- 
air and air-to-ground 

missiles In an effort complete their objectives. 
There are plenty of pick-ups in the way of extra 

:nergy and weapons, and 
quite a neat bonus sys- 
Pick up the icons left after 
something has been destroyed 
and they rack up at the bot- 
tom of the screen in the fash- 
on of a fruit machine - if you 
a winning sequence you earn an 
upgrade for your ship. 

The graphics in Starfighter 
3000 are actually a bit disap- 
pointing Everything looks very 
polygonised, enemies exploding in blocks, 
buildings all blocky triangles and squares and even 
the earth itself exploding like a chequered chess 
board. If I was feeling generous I'd say it's all part 
of the game's style, but I'm not so I'll say instead 
that it all looks a bit too much like the 3DO from 
which it was converted. 

More than anything. Starfighter 3000 suffers 
from being boring. Technically it's proficient 
enough and the difficulty level means it's no 
pushover, but the action plods along with an 
unerring predictability, the missions varying very 
little from one another. As a shoot em up it lacks 
pace and easy accessibility to make it great, and as 
a flight sim it lacks depth. As a result. Starfighter 
3000 floats about tepidly in between 

ROB 




There a plenty of slow and majestic Explosions in Starfightsr 
1000, not at all like the helllih reality of btood meshed with 
metal and bone and the screaming! Oh the screaming! 

m 
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I S Cold have got the right idea about 
licensing. At the moment everyone 
in the country hai become strangely 
football obsessive, but by the time 
you read this the European champi- 
I onships will be over and all those 
games which depended upon the topicality of the 
event will be languishing in post-license depriva- 
tion. However, USG's (probably extensively pricey) 
license will still have months to run. Or weeks. But 
anyway, they certainly score points for endorse- 
ment longevity if nothing else. Although, thinking 
about it, if England actually win the Euro tourna- 
ment, all the Euro games will sell for about a hun- 
dred million years. They'll be souvenirs. 

However, here at Saturn Mag we're not arsed 
about this merchandising big -business business, oh 
no, we're The Untouchables of the games critique 
community, not to be swayed by flashy names and 
large budgets. So. other than to say it's a pret- 
ty clever idea to market your football game 
we'll shut up about it. What you'll be want 
ng to know, inquisitive little gaming beavei 
you are, is what it's like. Well, 
it's like almost any of the 
other footie games the 
Saturn has spawned in recent 
weeks. It's got twenty-two players 

fact, you able to select the angle of elevation of 
your camera, how it swings around the field (or not) 
and all sorts, meaning there should be a favourite 
camera angle for everyone, except really really hard 
to please people The distance the camera is posi- 
tioned away from the field dramatically alters the 
amount of the pitch you can see at any one time - 
and resultantly the size of the players too, from 
large and highly visible to titchy, almost Sensible 
Soccer-esque tinyness 

Indeed, Olympic Soccer is heavy on options 
throughout. At every point during the game you're 
able to access numerous 




Oh they're football game crazy, they're football 
game mad, those football games they have 
taken away the little bit of sense they had - 
they're software houses, and they've got yet 
another soccer title out. So what's the score? 



based menus This make 1 
change from the usual text-high I igtr 

attention lavished upon making 
Olympic Soccer look professional. 

The same proliferative attitude 
to choices pervades the play modes 
too There's Arcade mode, where yoi 
selected team fights through from 
the most feeble contenders to the 
top-ranking players in a knock-out 
stylee There's two-player head-to- 
head, which is self explanatory 
There's also the Olympic mode, 
which splits all the contenders into 
groups and plays them off in the 
same way as the real Olympics. You 
can invite a second player to join you 

The game itself is a side-on view 
ightly more 
nthe usual number of 
ves. Along with passing, 
ihooting and chip 
ping Olympic 
players are mas- 
ters of dives, 
jumps and backheels. all of which are espe- 
cially useful as defensive manoeuvres It takes a bi 
of getting used to how the players operate (and 
the teams for that matter, all of which are differ- 
ent), but once you've got thi 
Olympic Soccer proves itself to be a speedy and 
challenging conversion of the popular grass spc 
The trouble is that it's arrived a little late in 
the day, after the mighty Power Soccer and the 
mightier Euro '96, along with a slew of less presti 
gious titles. Olympic Soccer Is certainly above the 
average standard for the crowd, but the biggest 
likelihood is that if you're 

already have scooped one of the big two Whilst 
Olympic Soccer does stand up in terms of payability 
it s hardly the most technically impressive or innov- 
ative title in the arena, and that goes against it in 



indard mistake of dragging a far 
mentator in to sample about three different phras- 
es, which are then repeated robotically throughout 
the match until you inevitably turn them off. 

Whilst I don't think anyone who bought 
Olympic Soccer would be disappointed with it, I do 
have a feeling that most gamers would rather go 
for Euro '96 - not merely because it looks better. 

more to it. However, this is a 





effort from US Gold 
ise for this excelle 
go, but compare ittoa c 



nd let's hope they find 
: game engine. Give it a 
jple of competitors befoi 
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They said it couldn't be done. They said it 
made about as much sense as a post-pub 
interview with Oliver Reed. They laughed 
and jeered at the idea of a fishing sim. But 
by thunder they were wrong! 




a touch of 
letude sitting 
on a river bank casting away, or wading 
through a velvety stream, lost to the 
hypnotic ebb and flow of water. In fact, 
for many, catching a fish simply adds a 
little peripheral eicitement to the day. 
Obviously a fishing sim can't be quite 
as pastoral and romantic as this, and 
Sea Bass Fishing fills In the scenic gaps 
by putting the player in the role of 
champion angler — well, potential 
champion at least. Rather than a brook tucked away 
deep in the Shires, the fishing takes place along 
estuaries or out at sea, with competitors clambering 
after boats and captains to take them to the 
renowned fishing hotspots. 

You can forget things like maggots or fly fishing 
as well, because in the hunt for the elusive Sea Bass, 
players make use of lures' Instead. A lure, in case you 
don't know, is a metal bait that looks like a 
fish and is designed quite literally 




a fish 



alun 



involves mastering a tech' 
mque where, rather than 
mply leaving the bait in 



thew 



ilting 



catching much. It's kind of like 
learning the rules of American foot 
ball by playing John Madden's. 

Once you feel fairly happy 
your technique there's the chance 
playing in the tourname 
there's the amateur tour 
over a day and involves i 
angling. If that starts to 
to the top p 



for a bite, you haveti 
constantly reel it in to 
the attract the lively fish. 

There are lots of 
other things the percep- 
tive angler will want to tali 
into account as well like the "^ fcfc^ 
weather conditions — rainy ^^^^ 
weather for example makes the fish 
very active — and the tide which affects the number 
offish likely to be drifting about. Having to learn all 
this stuff, as well as the various techniques involved 
in bringing a fish in. are what makes Sea Bass 
Fishing fun to play at the outset, even if you're not 



s For rookies 
iment which only lasts 
lore mediocre standard of 
t too easy then it's time to 
tournament which Is 
spread out over three days. For those experts 
who can reel enough sea bass in to feed 
the five thousand, the Sea Bass Classic 
tournament will decide which is the 
messlah among them. 

Before you head off to one of the 
many destinations on offer, there's a 
decision to be made regarding who's 
going to captain your boat. There are 
three captains to choose from, and to be 
honest I didn't really notice a great deal 
of difference between them, apart from the 
rather obvious fact that one looks like Captain 
Birdseye. one resembles Sarah Bryant from VF2 and 
the other looks like Kojak. They act as advisers — 
telling you the best spot to cast your line, suggesting 
different lures and forecasting on the kind of fish you 
can expect to be coasting about. 

Despite the fact that the sea bass is the fish in 



favour, there are loads of other 
types out there if you fancy 
catching them, things like mul- 
let, tuna, eel, yellow tail and lots of 
fish peculiar to Japane 
alone. Once you haul one in it's weighed 
and measured by your captain and goes down in 
your log book. You can even fish for dolphins, 
although before everyone mounts a protest, I should 
add that it's a dolphin fish rather than the Flipper 
variety. 

One thing should be stressed when talking 
about a game like this though, is the rather limited 
fan base it's likely to have. Once you're casting away 
there isn't a great deal to feast your eyes on. and 
what there is, isn't exactly spectacular. Quite a lot of 
people will look at this game and think it's a bit of a 
novel waste of time, in much the same fashion as 
some people would despise golfing games (the con- 
trol method in Sea Bass Fishing actually involves 
some similarities) or RPC's. I thought it had a certain 
charm though, especially considering the fart that, 
after playing it. I felt I'd learnt something about fish 
and fishing. In addition to this. I was impressed by 
the intelligent way the programmers handled what 
has to be one of the most uncompromising sports in 
terms of its incompatibility with the console. 
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a debate that rages along the 
lals of the most prestigious oak 
idled corridors. It's caused mali- 
us fights between eminent politi- 
overlords in pipe-musked studies. 
I And It's the reason the world still 
lives under the shadow of nuclear Armageddon. 
That's right - pinball sims: genuine console experi- 
ence or a bit of a con? 

Whichever side you stand on the pinball sim 
debate, one thing's for sure and that's a pinball sim's 
inevitably static quality. If you want to make a pinball 
game as realistic as possible there's not really much 
you can do in the way of alternative gameplay You 
can hardly expect special attack moves, virtual racing 



sequences 




s. Where pinball is c 
cerned. what you see is 
what you get 



This 



leofProPinl 



more than most other 
pinball sims. featuring as 
it does, simply the one 
table Whether this was a 
bit of an oversight where 
the programmers were 
concerned, or whether it 
was because Pro Pinball 
started out as a PC title 
(where you could proba- 
bly update and change 
the table with addon 
disks), is largely irrele- 
vant. For Saturn owners, 
one table it is and unfor- 
tunately the game suf- 
fers a bit as a result With 
something like True 
Pinball the player at least has the chance to master 
four different tables This however is the only real criti- 
cism I have of Pro Pinball Purists might even argue 
that it's a bit of an unfair one considering the fact 



Well what do you want me to say eh? It's a pinball sim 
isn't it I mean, what can I say? It's pinball, the well- 
known game involving a ball and flippers, and things 
that flash and ping. And err, well, a table, oh yea, a table. 
That's it PinbalLerrr 



that playing pinball generally consists of 
only one table anyway. But then, if I'd 
wanted pinball as realistic as that I'd 
probably opt for the thing itself. 

The plot - or rather the theme - in 
Pro Pinball involves intrigue on the inter- 
net, the title screen revealing a dark mys- 
terious woman, eyes full of tyrannical 
destiny and hands probing at what looks 
like giant spearmint lozenge. It's presum- 
ably her silky tones on the voice-over 
telling you about that eitra bonus ball 
you just got or that the game's over. And 
to satisfy other meanings in the subtitle, 
there's also a spider knocking about in thi 
where. But when it comes to the crunch this is classk 
pinball stuff with the player trying to get the ball over 
ramps, along wire rails, through tunnels and rebound 
ing off bumpers. 

There are bonus games which are displayed on 
the mock dot matrix screen at the back of the table 
and some of them are good fun. For example, there's 
one where you have to use the flipper 
explode approaching mines but avoid destroying th' 
numbers that also float towards you. There's also 
other stuff like sequences involving multi-ball actior 
where three or four balls go rolling round the table 
enabling you to really rack up the points. 

The most fundamentally important thing with 
pinball games is naturally a realistic sense of inertia 
on the ball and as far as that's concerned there are r 
complaints with Pro Pinball This, coupled with the 
right kind of sensitivity on the flippers, means playei 
have the chance to perfect their skills, but can still 
suffer a spot of bad luck from the er 
the ball. 

All in all, this is a decent enough interpretatioi 
of the game itself, let down only by the exclusion 01 
different tables to variate the action a little. 

ROB 3 





£ver since I was a young boy, I've played the silver ball. ..no! No! Ho! NO! I refuse 
to do it! I xill not be 90 predictably bland! Instead I'd like to talk about how pop 
culture constitutes, at Foucault would put It, a definitive transition In... 




In 1979 a game by Williams called 'flash 1 was the first 
i_ pinball machine to use electronic sound effects. 
£3 Bally 's pinball game, Xenon, was the first that talked, 
<E featuring the voice of Suzanna Ciani. What she's 
^ famous for is anyone's guess. 
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Oh yes! Choose which angle you'd like to pla 
Pro Pinba.ll From according to your height. 
Dwarfs = low, and, well, guess the rest. 



Whiffle and Whoopee, that's what the first pmbaH games 
were cakd back in 1331 They weren't exactly pinball 
games as we know them, they were actually called 
bagatelle games, the baH dropping into holcsto score 
points, but they shared the same basic characteristics. 
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you get in 
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The fabulous Guardian Heroes is now 
available to purchase, and once snugly 
spinning in your Saturn, you too can experience the 
manic wonder of this classic from the collective 
genius at Treasure. In one last ditch attempt to 
hack through to the forests of Thrangor, DAVID 
HODGSON presents all the cheats and tips found to date. 



HERO CHEATS APLENTY!! 

The Japanese version of Ihe game (but in no other versions, sadly) boasts n 
ous features and gameplaying delights for your heightened pleasure. Let's r 
through some of them, shall we' Firstly you've got the debug mode, which 
vated by highlighting the top option (the dip switch) and pressing A+C+\ 
As if by magic, a new Debug option appears 'ping!' at the bottom of the : 

Enter the new screen, and all of the options are in English (handy for t 
without Japanese script knowledge), and from this 
screen, many fine options can be tweaked. All char- 
acters are available in verses mode, a level select 
appears in story mode, you can max out your 
character in story mode, and the collision 
detection boxes can be shown by pausing the 
game and pressing L Want to refill your energy? 
Then press X+V+Z during story mode. 
Finally, here's a stage skip during story mode: 
Forward one stage: R+Start 
Forward two stages: R+A+Start 
Forward three stages: R+B+Start 
Forward four stages: R+C+Start 
Back one stages: R+L+Start 
Back two stages: R+L+A+Start 
Back three Stages: R+L+B+Start 
Back four stages: R+L+C+Start 
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A total of 45 



acters are available to be selected, 
d find every single level in order to 

playtest you'll soon find most of the 
three characters may still elude you. Supi 
Selena arid The Undead Hero. Super Han 
available after you' 
level, taken the third choice on the second level 
and the second choice of path. Find the Undead 
i with one arm and kiil him After this, you 
can pick up his weapon, turning Han into a huge 
hulking brute!! Next is the sexy Selena who 
becomes part of the team after you've completed 
the game for the first time, and the Undead chap 
can only be controlled after you've found everybody 
else! Happy hunting! 





m perform some incredible multiple-hit combos, but they 
lg. Here are some of the best for each character, 
When your COMBO bar is lit up. you must first get your opponent 
and tap Forward twice Then press the first button in the combination to star 
it off, and tap the next in the sequence repeatedly. As soon as the second mov 
begins, start pressing the next button repeatedly Keep doing this until the 
sequence is complete. It takes some practice but is well worth it 
Also, to get a character selected for you at random, press Up and Start togethi 
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GAME OF THE MONTH 




The graphics 
thetopexplos 



In fact, t 



e been raving about this title for months now, an 
eased in Japan, it seemed as though Sega Europe 
to give it a UK release, probably due to it's niche appeal. Bu 
their HQ has obviously had a change of heart, as it's been deigned ; 
month (albeit in a somewhat rushed style). Anyway, if you fancy the idea of 
climbing inside a huge robot then smashing seven shades out of another, equally 
huge robot opponent, then this could be your ticket to the gaming version of 
those sumo wrestler fighting things that you see at the fair. 

Luckily, there's nothing like this already released on the Saturn and as well as being 
a pretty original title for the machine, it's also one of the best games of its type around. 

re really impressive, with huge, clunking robots and spectacular over 
■ons! There's plenty of missions to complete, each with a different 
et of tactics to be used and each with a different array of robots, 
le only thing that lets Gungriffon down is its slightly 
awkward control method, although a after a couple of plays even 
this becomes much easier to handle Anyway, the game's brilliai 
atmosphere more than makes up for the slightly cumbersome 
controls, and when you launch eiplosions on to the enemy you 
really feel like you're causing some damage 

Gungriffon isn't for everyone, especially people who 
to be able to get into a game immediately and can't be bothered 
learning a new set of controls. But if you can persevere foi 
couple of goes, you'll soon get used to it, and after that all you'll 
be bothered about is the size of your explosions! Absolutely 
unmissable for any strategy or complete carnage freak, and pretty 
essential for everyone elsetoo. 




YES! And vary fruity it is too. 



It might look a bi 
like but it plays i 
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Yaay! The pantomime stars of the sporting world have returned yet again to restore 
glory to the gaming world! Donned in little more than spandex knickers and ridicu- 
lous hairdos, this peverted posse have dominated the carry-on style of game for years, 
and this new, updated version is no different! Of course, with this being on the Saturn 
and everything, the graphics are loads better than they ever were before and thi 
although carried out in the same way also seem more spectacular. As you'd expect, all 
the old WWf favourites can be found in the game and there's the usual choice between 
tournaments one-on-ones and tag team play. And. while this isn't going to have beat 'em 
up fans leaping around the room in uncontrolled ecstasy, anyone who's up for a bit of fun 
rather than totally serious button-pounding will find this brilliant. 

It's a shame that more human players can't be controlled at once (two players 



re the maximum allowed) but WWF still stands up 3: 
ridiculous licence is surprisingly playable. 



it title that, despite 
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Assatilt 



Alien games are certainly flavour of the month at the moment, although it's 
probably fair to say that the Saturn hasn't had quite as many alien titles as 
other machines. Anyway. Shockwave Assault is the usual story of al 

far-off planet or other, where an expert team have been drafted in to restore 
peace and order through huge amounts of violence. And yes, that does mean that 
you get a fair smattering of movie style interactiveness, and as usual, it's complete- 
ly useless and pretty cheesey too. 

As for the gameplay. well, it's hard to say really. This did well on the 
3DO, but maybe that's because they didn't have many of these types of 
games around at the time or something It's certainly not much gt 

md barren landscapes, 
argeting tripod type enemies then blowing them away. There's not 
nough stuff to kill to make this a riveting adventure and the game's 
tmosphere is incredibly dull 




Need for Speed was certainly a huge success when it was released on the 3 DO a couple 
of years back. Why, people even went out and bought a 3DO simply for the privilege 
of playing this game alone! But, people have become bit more cynical since then - the 
idea of splashing out on a machine simply for the pleasures of playing one game have 
sadly gone. But, luckily this doesn't matter too much, as EA have decided 
to release this across most of the "next generation" formats (apart from 

1) and after a storming station the 
Playstation, they're hoping for big things with the Saturn release. 

that's just what they've got. After all. this is 
pretty much the same release that was seen on the 3DO But despite 
standing up well in the gameplay department, the graphics are begin- 
ning to look a bit dated Actually, maybe that's a bit unfair. It's proba- 
to do with the fact that other racing titles such as Sega Rally look so good 
hat everything else has a hard time measuring up Fans of the in-depth driving sim 
pproach will still get a kick out of this, but for most it's a bit too old-hat. 
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A couple of months ago, SEGA SATURN MAGAZINE 
unveiled AM2's new Virtua Fighter 3 character, the 
Japanese dancer, Aoi. This month, Yu Suzuki 
reveals yet another character that will appear in 
this awesome game! Who is he? Well, pay 
attention, everyone... 









NATIONALITY: 


JAPANESE 


SEX: 


MALE 


AGE: 


27 




2m20 


WEIGHT: 


250Kg 


DISCIPLINE: 


SUMO WRESTLING 


OCCUPATION: 


PR0SUMOT0RI 
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I he head of Sega's top R&D department AMa, Yo Suzuki, ha! been 
I playing a game of cat and mouse with the VF hungry punters of the 
| world! five months ago, he presented the world the latest addition to 
le VF family, Aoi Umenokoji. She was very impressive with her tradi- 
tional Japanese dance routines and realistic Aikido- 

kimono-clad lass will prepare you for the latest VF fighter. Brace yourself as Sega 
Saturn magazine presents you the Sega equivalent of Tekken's Ganryu, Taka Arashi. 
Taka Arashi is indeed a lard ass of gigantic, almost unbelievable proportions. So 
what do we know about this mysterious Mr. Arashi? Read on 

MOVE OVER E.H0NDA, 
HERE GOMES TAKA ARASHI!! 

Taka Arashi was unveiled at the Tokyo Toy show where Mr. Suzuki went on stage 
present his latest creation to the press and the public. When questioned as 
AM2 chose to use sumo as opposed toother disciplines that theVF series h; 
covered (like Shaolin), his answer was quite straightforward. In the previous 
Virtua Fighter games, the team used mainly the Chinese arts as a base for thi 
characters fighting styles as such as the Mantis Fist and Enseiken, and AM; 
that it was about time that a few Japanese arts was introduced into the 
series, hence the new contestants utilising Arkido and Sumo. Si 
been used as a style in previous games like Street Fighter and Tekkei 
they never really conveyed the gutsy and indeed very 
techniques of the sport. 

AMj promise that Arashi will be quite mobile, but obvi- a 
ously not on par with the likes of the Bryant siblings. If AMz A 
manage to live up to the standards of their claims. VFi is 
going to be a game of unmatched realism! Of 
we'll be keeping you updated on this title and m 
month, should be able to bring you some in-gar 
shots of the new character! Stay tuned, fact fan: 




1m 



"'jIW' 



1 



RY TfSTER TO 
D VIDEO GAMES- 

WAY A'SttMASTeRS DEGREtIN ENGLISH 

TURE ISN'T REQUIRED TO CATCH OUR GIST! 
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iMEPlai! 

OUT OF THIS WORLD 
SATURN PACKS AT DOWN TO 
EARTH PRICES!!! 

. — -v PRICES INQUDEFIM NEXT DAY DIUVCtY 
aaa^ JO MOST AKEA5 IN THE UK iSiMcr roiCC': bb^ 



PRICE! CHOICE! QUALITY! SERVICE! 



THESE HAVE MADE US ONE OF THE LARGEST 
SUPPLIERS OF COMPUTER GAMES IN THE COUNTRY! 
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CO LltO II FROM YOU* DOOR FREE OF 

Virtual Wwn-on Sojn & Sfga ?ai.y 
Virtual Duth Sau«s i. vjt.,a Fernis 2 
Virtual 5«b> Sa-usn & Dayto\a . . 

Virtual Heaven Saturn & Pamzh Dwgocn , 

Vhtuai Ecstait i 5; .-a & Vwj« Fci-is 2 &v.*tjaCs» 

Virtual tatfDOM $a\)n w-h nc Game 

I ■ BUY AN BR UU A! THE SAME TIME AS A SATURN FOR JUST 

■ BUY * HCONP PAD AT THE SAME TIME ASA SAIURN FOCI JUST 
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Atlantal996 



GO FOR GOLD! 

"Olympic Summer Games is just excellent and should be 
on every sports enthusiast's list of games to buy!" 91% NMS 

Bring all the drama and anticipation of the Atlanta 1996 Olympic Summer Games into 
your home. Choose to represent one of 32 Nations in this most prestigious athletic event. 

Challenge the world's finest athletes in 10 of the most exciting competitions across track, 
field and shooting events with up to 8 players. Practice mode and three different 
competition skill levels will strengthen your ability to go for the ultimate victory! 
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AVAILABLE NOW ON 




SUPER NINTENDO AND GAME BOY 



T«HQ INTERNATIONAL LTD, 4 THE PARADE, EPSOM, SURREY KT18 5DH 




Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 
From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 



People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www.retromags.com 



We are only interested in preserving classic magazines 
that are at least 5 years out of print. 

We have no desire or intention to profit from these in any way. 
So please, if you come across people trying to sell these releases, don't support them! 



Thank You and ENJOY! 



